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Description

[0001] The present application relates generally to a
user interface for a messaging application and more par-
ticularly for a method and apparatus for using an IM con-
tact list entry as a game in progress designate.
[0002] Communication devices such as personal com-
puters, wireless mobile telephones, personal data assist-
ants, etc. often provide data communication abilities to
users. One currently popular form of such communication
is Instant Messaging (IM) facilitated by an application
having a graphical user interface (GUI) whereby two or
more users of different communication devices can en-
gage in a conversational data communication exchange.
[0003] To permit IM message exchanges, a user may
invite another to agree to receive IM messages and be
included in the user’s list of IM contacts (sometimes
called an IM friend or buddy in view of the agreement to
be a potential IM message recipient). The availability of
the user or particular contacts for conversations may be
maintained in accordance with respective presence in-
formation. To begin an IM conversation, a user selects
a buddy represented by a contact list entry of a list of
contacts and inputs a message. Additional contacts may
be invited to engage in a group message, as desired.
While IM messaging was originally directed to text, newer
protocols support file transports and voice over data com-
munications.
[0004] In addition to conducting conversations, an IM
user may invite a buddy to engage in an on-line game
where two (or more) players take turns during game play
to compete against each other. Conventional board and
card games such as checkers or poker may be adapted
for IM game playing for example, among others. A game
may be invoked via a game  application interface or from
within an IM application providing an interface to a game
application.
[0005] A user may play more than one game at a time
or play a game in a non-linear manner, leaving a game
interface to perform other tasks such as email, calendar
review, etc. Thus it is desirable to provide an interface to
games in progress.
[0006] US 2002/086732 describes using a contact list
to show invitations to join an IM game and using the con-
tact list to start playing the respective IM game with a
particular contact. When a potential opposing player be-
gins a game on the player’s device, the player’s game
client sends a status message (like a game presence
notification) through the player’s IM client for delivery to
the player’s contacts. The status message is delivered
to the IM clients of the player’s contacts with sufficient
information to invoke the respective IM game on the re-
ceiving devices. The contact list in an IM client on a re-
ceiving device is updated to show the presence of the
potential opposing player (i.e. in a particular game) and
that contact list entry is enabled to invoke (Play) the IM
game with the opposing player. Thus, the contact list en-
try is useful to conduct a conversation or start a game

with the opposing player.
[0007] EP-A-1475939 discloses an interface for IM and
IM games, showing examples related to MSN Messenger
™. There is an IM contact list entry from which a user
may invite an opposing player to play a game or enter a
conversation.
[0008] EP-A-1207651 shows interfaces for conducting
one-on-one messaging as well as multi-party chat mes-
saging. Interfaces for switching between the two modes
are also shown.
[0009] A solution to one or more of these needs is
therefore desired.

GENERAL

[0010] There is preferably provided a method and ap-
paratus for using a contact list entry of an IM contact list
interface to designate an IM game in progress to facilitate
switching between an IM conversation and an IM game.
In one aspect, a method of facilitating control of Instant
Messaging (IM) activities may comprise: providing a IM
contact list interface presenting contact list entries and
receiving user input with which to conduct IM conversa-
tions; associating an IM contact list entry for an opposing
player with an IM game application to designate an IM
game in progress between a user of the IM contact list
and the opposing player; presenting the IM contact list
entry designating the IM game in progress in the IM con-
tact list interface; enabling the user to switch between a
first graphical user interface ’GUI’ for an IM conversation
and a second GUI for the IM game in progress through
selection of respective contact list entries upon navigat-
ing back to a third GUI for the IM contact list interface;
and upon the game in progress ending, removing the IM
game in progress designation from the contact list inter-
face. According to particular embodiments, the method
may comprise (i) defining the IM contact list entry to use
to designate the IM game in progress or (ii) using an
existing IM contact list entry for the opposing player to
designate the IM game in progress.
[0011] A menu interface for invocation using the IM
contact list entry designating an IM game in progress is
provided where the menu interface presents options to
switch to: the first GUI; and an IM game application in-
terface for the game in progress.
[0012] The first GUI is configured to present notification
of new moves for the game in progress and to  enable a
user to switch to the second GUI.
[0013] The step of presenting the IM contact list entry
designating an IM game in progress may comprise dis-
playing a graphic element to indicate the game in
progress or a notification of a new move received for the
game in progress or both.
[0014] The IM contact list entry designating an IM
Game in progress may be presented in a current games
group of the contact list user interface.
[0015] Upon switching away from the second GUI for
the IM game in progress, game in progress data may be
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maintained for the IM game in progress to enable the IM
game to be resumed upon a re-invocation of the second
GUI.
[0016] There is also provided a computer readable me-
dium comprising instructions and data which when exe-
cuted by a processor adapt a communications apparatus
to facilitate control of Instant Messaging (IM) activities,
said instructions and data configuring the processor to
implement the method described above.

BRIEF DESCRIPTION OF THE DRAWINGS

[0017] In order that the subject matter may be readily
understood, embodiments are illustrated by way of ex-
amples in the accompanying drawings, in which:
[0018] Fig. 1 is a block diagram which illustrates per-
tinent components of an example wireless communica-
tion network and a mobile station which communicates
within this network;
[0019] Fig. 2 is a more detailed diagram of the mobile
station which may communicate within the wireless com-
munication network;
[0020] Figs. 3 and 4 are representative GUI display
views of an embodiment of an IM application showing an
IM contact  list entry to designate a game in progress;
[0021] Figs. 5A and 5B are representative GUI display
views of embodiments of an IM application showing an
IM conversation between game players for an IM appli-
cation adapted to use an IM contact list entry to designate
a game in progress;
[0022] Figs. 6A and 6B are representative GUI display
views of embodiments of an IM game application show-
ing IM conversation interfaces;
[0023] Figs. 7A and 7B are representative GUI display
views of further embodiments of an IM application adapt-
ed to use an IM contact list entry to designate a game in
progress;
[0024] Figs. 8A and 8B are representative GUI display
views, in accordance with the respective embodiments
of Figs. 7A and 7B, showing menu interfaces;
[0025] Figs. 9A to 9C are flow charts showing opera-
tions for using an IM contact list entry to designate a
game in progress in a IM application in accordance with
various embodiments; and
[0026] Fig. 10 is a block diagram of a portion of memory
showing components of an IM application using an IM
contact list entry to designate a game in progress in ac-
cordance with an embodiment.

DESCRIPTION OF PREFERRED EMBODIMENTS

[0027] Persons of ordinary skill in the art will appreciate
that teachings herein are applicable to messages re-
ceived via wired or wireless communication and though
a wireless communication device and network including
wireless communication capabilities are discussed in the
examples, no limitations should be imposed.
[0028] Fig. 1 is a block diagram of a communication

system 100 which includes a mobile station 102 which
communicates through a wireless communication net-
work 104. Mobile station 102 preferably includes a visual
display 112, a keyboard 114, and perhaps one or more
auxiliary user interfaces (UI) 116, each of which is cou-
pled to a controller 106. Controller 106 is also coupled
to radio frequency (RF) transceiver circuitry 108 and an
antenna 110.
[0029] Typically, controller 106 is embodied as a cen-
tral processing unit (CPU) which runs operating system
software in a memory component (not shown). Controller
106 will normally control overall operation of mobile sta-
tion 102, whereas signal processing operations associ-
ated with communication functions are typically per-
formed in RF transceiver circuitry 108. Controller 106 in-
terfaces with device display 112 to display received in-
formation, stored information, user inputs, and the like.
Keyboard 114, which may be a telephone type keypad
or full alphanumeric keyboard, is normally provided for
entering data for storage in mobile station 102, informa-
tion for transmission to network 104, a telephone number
to place a telephone call, commands to be executed on
mobile station 102, and possibly other or different user
inputs.
[0030] Mobile station 102 sends communication sig-
nals to and receives communication signals from network
104 over a wireless link via antenna 110. RF transceiver
circuitry 108 performs functions similar to those of a radio
network (RN) 128, including for example modulation/de-
modulation and possibly encoding/decoding and encryp-
tion/decryption. It is also contemplated that RF transceiv-
er circuitry 108 may perform certain functions in addition
to those performed by RN 128. It will be apparent to those
skilled in art that RF transceiver circuitry 108 will be
adapted to particular wireless network or networks in
which mobile station 102 is  intended to operate.
[0031] Mobile station 102 includes a battery interface
122 for receiving one or more rechargeable batteries 124.
Battery 124 provides electrical power to electrical circuit-
ry in mobile station 102, and battery interface 122 pro-
vides for a mechanical and electrical connection for bat-
tery 124. Battery interface 122 is coupled to a regulator
126 which regulates power to the device. When mobile
station 102 is fully operational, an RF transmitter of RF
transceiver circuitry 108 is typically turned on only when
it is sending to network, and is otherwise turned off to
conserve resources. Similarly, an RF receiver of RF
transceiver circuitry 108 is typically periodically turned
off to conserve power until it is needed to receive signals
or information (if at all) during designated time periods.
[0032] Mobile station 102 operates using a memory
module 120, such as a Subscriber Identity Module (SIM)
or a Removable User Identity Module (R-UIM), which is
connected to or inserted in mobile station 102 at an in-
terface 118.
As an alternative to a SIM or an R-UIM, mobile station
102 may operate based on configuration data pro-
grammed by a service provider into an internal memory

3 4 



EP 1 906 345 B1

4

5

10

15

20

25

30

35

40

45

50

55

which is a non-volatile memory. Mobile station 102 may
consist of a single unit, such as a data communication
device, a cellular telephone, a multiple-function commu-
nication device with data and voice communication ca-
pabilities, a personal digital assistant (PDA) enabled for
wireless communication, or a computer incorporating an
internal modem. Alternatively, mobile station 102 may be
a multiple-module unit comprising a plurality of separate
components, including but in no way limited to a computer
or other device connected to a wireless modem. In par-
ticular, for example, in the mobile station block diagram
of Fig. 1, RF  transceiver circuitry 108 and antenna 110
may be implemented as a radio modem unit that may be
inserted into a port on a laptop computer. In this case,
the laptop computer would include display 112, keyboard
114, and one or more auxiliary UIs 116, and controller
106 may remain within the radio modem unit that com-
municates with the computer’s CPU or be embodied as
the computer’s CPU. It is also contemplated that a com-
puter or other equipment not normally capable of wireless
communication may be adapted to connect to and effec-
tively assume control of RF transceiver circuitry 108 and
antenna 110 of a single-unit device such as one of those
described above. Such a mobile station 102 may have a
more particular implementation as described later in re-
lation to mobile station 202 of Fig. 2.
[0033] Mobile station 102 communicates in and
through wireless communication network 104. In the em-
bodiment of Fig. 1, wireless network 104 is a Third Gen-
eration (3G) supported network based on Code Division
Multiple Access (CDMA) technologies. In particular, wire-
less network 104 is a CDMA2000 network which includes
fixed network components coupled as shown in Fig. 1.
Wireless network 104 of the CDMA2000-type includes a
Radio Network (RN) 128, a Mobile Switching Center
(MSC) 130, a Signaling System 7 (SS7) network 140, a
Home Location Register/Authentication Center
(HLR/AC) 138, a Packet Data Serving Node (PDSN) 132,
an IP network 134, and a Remote Authentication Dial-In
User Service (RADIUS) server 136. SS7 network 140 is
communicatively coupled to a network 142 (such as a
Public Switched Telephone Network or PSTN), whereas
IP network is communicatively coupled to a network 144
(such as the Internet). Persons of ordinary skill in the art
will appreciate that other networks and associated topol-
ogies including GPRS, E-GPRS and UMTS radio net-
works, among many  others, may be employed with the
teachings herein.
[0034] During operation, mobile station 102 communi-
cates with RN 128 which performs functions such as call-
setup, call processing, and mobility management. RN
128 includes a plurality of base station transceiver sys-
tems that provide wireless network coverage for a par-
ticular coverage area commonly referred to as a "cell".
A given base station transceiver system of RN 128, such
as the one shown in Fig. 1, transmits communication sig-
nals to and receives communication signals from mobile
stations within its cell. The base station transceiver sys-

tem normally performs such functions as modulation and
possibly encoding and/or encryption of signals to be
transmitted to the mobile station in accordance with par-
ticular, usually predetermined, communication protocols
and parameters, under control of its controller. The base
station transceiver system similarly demodulates and
possibly decodes and decrypts, if necessary, any com-
munication signals received from mobile station 102 with-
in its cell. Communication protocols and parameters may
vary between different networks. For example, one net-
work may employ a different modulation scheme and op-
erate at different frequencies than other networks. The
underlying services may also differ based on its particular
protocol revision.
[0035] The wireless link shown in communication sys-
tem 100 of Fig. 1 represents one or more different chan-
nels, typically different radio frequency (RF) channels,
and associated protocols used between wireless network
104 and mobile station 102. An RF channel is a limited
resource that must be conserved, typically due to limits
in overall bandwidth and a limited battery power of mobile
station 102. Those skilled in art will appreciate that a wire-
less network in actual practice may include hundreds of
cells depending  upon desired overall expanse of network
coverage. All pertinent components may be connected
by multiple switches and routers (not shown), controlled
by multiple network controllers.
[0036] For all mobile stations 102 registered with a net-
work operator, permanent data (such as mobile station
102 user’s profile) as well as temporary data (such as
mobile station’s 102 current location) are stored in a
HLR/AC 138. In case of a voice call to mobile station 102,
HLR/AC 138 is queried to determine the current location
of mobile station 102. A Visitor Location Register (VLR)
of MSC 130 is responsible for a group of location areas
and stores the data of those mobile stations that are cur-
rently in its area of responsibility. This includes parts of
the permanent mobile station data that have been trans-
mitted from HLR/AC 138 to the VLR for faster access.
However, the VLR of MSC 130 may also assign and store
local data, such as temporary identifications. Mobile sta-
tion 102 is also authenticated on system access by
HLR/AC 138. In order to provide packet data services to
mobile station 102 in a CDMA2000-based network, RN
128 communicates with PDSN 132. PDSN 132 provides
access to the Internet 144 (or intranets, Wireless Appli-
cation Protocol (WAP) servers, etc.) through IP network
134. PDSN 132 also provides foreign agent (FA) func-
tionality in mobile IP networks as well as packet transport
for virtual private networking. PDSN 132 has a range of
IP addresses and performs IP address management,
session maintenance, and optional caching. RADIUS
server 136 is responsible for performing functions related
to authentication, authorization, and accounting (AAA)
of packet data services, and may be referred to as an
AAA server.
[0037] Wireless communication network 104 also in-
cludes a  Push-to-talk over Cellular (PoC) server 137
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which may be coupled to IP network 134. PoC server
137 operates to facilitate PoC individual and group com-
munication sessions between mobile stations within net-
work 104. A conventional PoC communication session
involves a session connection between end users of mo-
bile stations, referred to as session "participants", who
communicate one at a time in a half-duplex manner much
like conventional walkie-talkies or two-way radios.
[0038] Those skilled in art will appreciate that wireless
network 104 may be connected to other systems, possi-
bly including other networks, not explicitly shown in Fig.
1. A network will normally be transmitting at very least
some sort of paging and system information on an on-
going basis, even if there is no actual packet data ex-
changed. Although the network consists of many parts,
these parts all work together to result in certain behav-
iours at the wireless link.
[0039] Fig. 2 is a detailed block diagram of a preferred
mobile station 202. Mobile station 202 is preferably a two-
way communication device having at least voice and ad-
vanced data communication capabilities, including the
capability to communicate with other computer systems.
Depending on the functionality provided by mobile station
202, it may be referred to as a data messaging device,
a two-way pager, a cellular telephone with data messag-
ing capabilities, a wireless Internet appliance, or a data
communication device (with or without telephony capa-
bilities). Mobile station 202 may communicate with any
one of a plurality of base station transceiver systems 200
within its geographic coverage area.
[0040] Mobile station 202 will normally incorporate a
communication subsystem 211, which includes a receiv-
er 212,  a transmitter 214, and associated components,
such as one or more (preferably embedded or internal)
antenna elements 216 and 218, local oscillators (LOs)
213, and a processing module such as a digital signal
processor (DSP) 220. Communication subsystem 211 is
analogous to RF transceiver circuitry 108 and antenna
110 shown in Fig. 1. As will be apparent to those skilled
in field of communications, particular design of commu-
nication subsystem 211 depends on the communication
network in which mobile station 202 is intended to oper-
ate.
[0041] Mobile station 202 may send and receive com-
munication signals over the network after required net-
work registration or activation procedures have been
completed. Signals received by antenna 216 through the
network are input to receiver 212, which may perform
such common receiver functions as signal amplification,
frequency down conversion, filtering, channel selection,
and like, and in example shown in Fig. 2, analog-to-digital
(A/D) conversion. A/D conversion of a received signal
allows more complex communication functions such as
demodulation and decoding to be performed in DSP 220.
In a similar manner, signals to be transmitted are proc-
essed, including modulation and encoding, for example,
by DSP 220. These DSP-processed signals are input to
transmitter 214 for digital-to-analog (D/A) conversion,

frequency up conversion, filtering, amplification and
transmission over communication network via antenna
218. DSP 220 not only processes communication sig-
nals, but also provides for receiver and transmitter con-
trol. For example, the gains applied to communication
signals in receiver 212 and transmitter 214 may be adap-
tively controlled through automatic gain control algo-
rithms implemented in DSP 220.
[0042] Network access is associated with a subscriber
or  user of mobile station 202, and therefore mobile sta-
tion 202 requires a memory module 262, such as a Sub-
scriber Identity Module or "SIM" card or a Removable
User Identity Module (R-UIM), to be inserted in or con-
nected to an interface 264 of mobile station 202 in order
to operate in the network. Alternatively, memory module
262 may be a non-volatile memory which is programmed
with configuration data by a service provider so that mo-
bile station 202 may operate in the network. Since mobile
station 202 is a mobile battery-powered device, it also
includes a battery interface 254 for receiving one or more
rechargeable batteries 256. Such a battery 256 provides
electrical power to most if not all electrical circuitry in
mobile station 202, and battery interface 254 provides
for a mechanical and electrical connection for it. The bat-
tery interface 254 is coupled to a regulator (not shown in
Fig. 2) which provides power V+ to all of the circuitry.
[0043] Mobile station 202 includes a microprocessor
238 (which is one implementation of controller 106 of Fig.
1) which controls overall operation of mobile station 202.
This control includes network selection techniques of the
present application. Communication functions, including
at least data and voice communications, are performed
through communication subsystem 211. Microprocessor
238 also interacts with additional device subsystems
such as a display 222, a flash memory 224, a random
access memory (RAM) 226, auxiliary input/output (I/O)
subsystems 228, a serial port 230, a keyboard 232, a
speaker 234, a microphone 236, a short-range commu-
nications subsystem 240, and any other device subsys-
tems generally designated at 242. Some of the subsys-
tems shown in Fig. 2 perform communication-related
functions, whereas other subsystems may provide "res-
ident" or on-device functions. Notably, some  subsys-
tems, such as keyboard 232 and display 222, for exam-
ple, may be used for both communication-related func-
tions, such as entering a text message for transmission
over a communication network, and device-resident
functions such as a calculator or task list. Operating sys-
tem software used by microprocessor 238 is preferably
stored in a persistent store such as flash memory 224,
which may alternatively be a read-only memory (ROM)
or similar storage element (not shown). Those skilled in
the art will appreciate that the operating system, specific
device applications, or parts thereof, may be temporarily
loaded into a volatile store such as RAM 226.
[0044] Microprocessor 238, in addition to its operating
system functions, preferably enables execution of soft-
ware applications on mobile station 202. A predeter-
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mined set of applications which control basic device op-
erations, including at least data and voice communication
applications, will normally be installed on mobile station
202 during its manufacture. A preferred application that
may be loaded onto mobile station 202 may be a personal
information manager (PIM) application having the ability
to organize and manage data items relating to user such
as, but not limited to, e-mail, calendar events, voice mails,
appointments, and task items. Naturally, one or more
memory stores are available on mobile station 202 and
SIM 262 to facilitate storage of PIM data items and other
information.
[0045] The PIM application preferably has the ability
to send and receive data items via the wireless network.
In a preferred embodiment, PIM data items are seam-
lessly integrated, synchronized, and updated via the
wireless network, with the mobile station user’s corre-
sponding data items stored and/or associated with a host
computer system thereby creating a mirrored host com-
puter on mobile station  202 with respect to such items.
This is especially advantageous where the host computer
system is the mobile station user’s office computer sys-
tem. Additional applications may also be loaded onto mo-
bile station 202 through network, an auxiliary I/O subsys-
tem 228, serial port 230, short-range communications
subsystem 240, or any other suitable subsystem 242,
and installed by a user in RAM 226 or preferably a non-
volatile store (not shown) for execution by microproces-
sor 238. Such flexibility in application installation increas-
es the functionality of mobile station 202 and may provide
enhanced on-device functions, communication-related
functions, or both. For example, secure communication
applications may enable electronic commerce functions
and other such financial transactions to be performed
using mobile station 202.
[0046] In a data communication mode, a received sig-
nal such as a text message, an e-mail message, or web
page download will be processed by communication sub-
system 211 and input to microprocessor 238. Microproc-
essor 238 will preferably further process the signal for
output to display 222 or alternatively to auxiliary I/O de-
vice 228. A user of mobile station 202 may also compose
data items, such as e-mail messages, for example, using
keyboard 232 in conjunction with display 222 and possi-
bly auxiliary I/O device 228. Keyboard 232 is preferably
a complete alphanumeric keyboard and/or telephone-
type keypad. These composed items may be transmitted
over a communication network through communication
subsystem 211.
[0047] For voice communications, the overall opera-
tion of mobile station 202 is substantially similar, except
that the received signals would be output to speaker 234
and signals for transmission would be generated by mi-
crophone 236. Alternative voice or audio I/O subsystems,
such as a voice  message recording subsystem, may
also be implemented on mobile station 202. Although
voice or audio signal output is preferably accomplished
primarily through speaker 234, display 222 may also be

used to provide an indication of the identity of a calling
party, duration of a voice call, or other voice call related
information, as some examples.
[0048] Serial port 230 in Fig. 2 is normally implemented
in a personal digital assistant (PDA)-type communication
device for which synchronization with a user’s desktop
computer is a desirable, albeit optional, component. Se-
rial port 230 enables a user to set preferences through
an external device or software application and extends
the capabilities of mobile station 202 by providing for in-
formation or software downloads to mobile station 202
other than through a wireless communication network.
The alternate download path may, for example, be used
to load an encryption key onto mobile station 202 through
a direct and thus reliable and trusted connection to there-
by provide secure device communication.
[0049] Short-range communications subsystem 240 of
Fig. 2 is an additional optional component which provides
for communication between mobile station 202 and dif-
ferent systems or devices, which need not necessarily
be similar devices. For example, subsystem 240 may
include an infrared device and associated circuits and
components, or a Bluetooth™ communication module to
provide for communication with similarly-enabled sys-
tems and devices. Bluetooth™ is a registered trademark
of Bluetooth SIG, Inc.
[0050] Mobile station 202 may be adapted to provide
instant messaging (IM) communications via program-
ming instructions and data stored or otherwise available
to the device 202. Instant messaging provides a conver-
sational dialog typically involving the exchange of text
messages  between a user of device 202 and at least
one other user of another device (not shown) adapted
for IM communication. As persons of ordinary skill in the
art will appreciate, an IM system or "presence and instant
messaging system" allows users to subscribe to each
other and be notified of changes in state (e.g. availability
for instant message communication) and for users to
send each other short instant messages. IM is discussed
in further detail in "RFC 2778 - A Model for Presence and
Instant Messaging", maintained by the Internet Society
and available at http://www.faqs.org/rfcs/rfc2778.html.
As such, adapted mobile station 202 provides a user
agent for IM communication in an IM system.
[0051] Figure 10 illustrates components 1000, typically
comprising instructions and data that may be stored to
flash memory 224 and/or RAM 226, for adapting station
202. Components 1000 comprise, broadly, IM manage-
ment 1002, graphical user interface (GUI) 1004, contacts
list 1006, contact list entries for current conversations
1008, contact list entries for current games 1010, IM
game applications 1012, a game in progress 1014 and
an IM Messages buffer 1015 comprising messages for
current conversation 1 and 2 (1016 and 1018) and game
in progress 1020. IM management component 1002 pro-
vides presence and IM communication functions for the
user (e.g. a user having the name "Mike") of the mobile
station 202. IM Messages may be communicated for text-
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based conversations with buddies or for other uses such
as IM game applications 1012.
[0052] GUI 1004 provides support for a contact list-
oriented interface for controlling aspects of the presence
and IM functions using list of contacts 1006. Additional
contact list entries include entries for current conversa-
tions 1006 and current games (i.e. a designate for a  game
in progress (1014) with another contact). Other contact
list entries may include group entries for organizing indi-
vidual contacts, and pending or unavailable contacts in
accordance with presence information (not shown in Fig.
10).
[0053] IM Game applications 1012 provide specific
turn-based game play for the user and one or more con-
tacts. Some may be played alone against a notional user
such as a computer. Game applications may be imple-
mented in the Java™ language and receive support from
a Java-oriented operating system on device 202. A par-
ticular game in progress may be represented by associ-
ated game-in-progress data 1014 for the game and as-
sociated game-in-progress messages 1020. An IM game
application (e.g. one of 1012) may include a manner to
invoke the application, initiating a GUI for the game and
any necessary data, etc. for beginning a game. Game
playing may be conducted and paused, as desired, such
as by exiting the GUI for the game in favor of another
GUI such as the GUI 1004. Game- in-progress data 1014
may be maintained to resume the game upon a re-invo-
cation of the GUI for the game. Persons of ordinary skill
in the art will appreciate that some game applications
may support only one game in progress at any one time
(i.e. not support multiple instances of game play of the
same game). However, some may permit two or more
games in progress.
[0054] In accordance with the present matter, a contact
list entry may be defined to designate a game in progress.
As such, the entry may be used by GUI 1004 to switch
to GUI for a game application 1012 using game-in-
progress data 1014 or to switch contexts such as from a
IM message conversation context to a game in progress.
[0055] As will be understood to those of ordinary skill
in the art, it is sometimes difficult to make bright-line  dis-
tinctions between components such as, IM management
and GUI components 1002 and 1004 or game-in-
progress data 1014, gap application 1012 and game-in-
progress messages 1020. As well, it is understood that
the components 1000 interface with other components
(not shown) on or for mobile station 202 such as operating
system, communication sub-system, PIM components,
etc.
[0056] Fig. 3 illustrates a representative view 300 of
an IM screen provided by a GUI 1004 for an IM application
1002. The view 300 includes a title portion 302 showing
"Mike’s Contact List" and presents a contact list 303 in-
terface comprising list entries, in particular, contact-list
entries for current conversations 304, current games 306,
individual contacts 308, a group of contacts 310, unavail-
able contacts 312 and pending contacts 314. It will be

understood that view 300 provides a hierarchical list in a
form which permits expansion and contraction of list
items via elements 316 ("+") and 318 ("-"). Contacts may
comprise individual user contacts 308 or group contacts
310 (e.g. FridayLunchGroup) for assisting with the or-
ganization of contacts within the IM application. Contacts
may also be grouped by presence information. Contact
group 312 comprises a list of those contacts which are
presently unavailable for IM communications, while
group 314 shows a list of those contacts who are pending
the resolution of an invitation to join Mike’s list of contacts
in accordance with the subscription aspects of IM.
[0057] View 300 of Mike’s Contacts may be traversed
by a user by moving a focus about the view to interact
with various elements of the GUI such as the expansion
elements or individual items of the list. The focus may be
indicated in various ways such as by reverse video mode,
etc. Traversal or other navigation may be facilitated by
input  devices such as arrow keys, trackwheel, trackball,
pointing device, etc. Once a particular element is select-
ed by a user of the mobile station 202, particular com-
mand options may be invoked. Options may be present-
ed via one or more menus or invoked through predefined
keystrokes etc. common in the art.
[0058] Fig. 3 shows entry 304 of contact list 303 for
designating current conversations that the user is con-
ducting. In the present example, there are two current
conversations with contacts "Rosa" and "StephanieB"
shown in Fig. 4. In accordance with this embodiment,
there is also shown contact list entry 306 for designating
current games in progress that the user is conducting
with a contact. In the present example, there is one cur-
rent game in progress with contact "StephanieB" shown
in Fig. 4.
[0059] Fig. 4 illustrates a representative IM view 400
of contact list 303 in which the entries current conversa-
tions 304 and current games 306 are expanded to show
individual list elements 304A-304B and 306A respective-
ly for designating specific current conversations or
games in progress. Navigational element 402 indicates
that additional contact list entries or items appear off
screen below. The entries in the contact list 303 may be
navigated such as by moving the focus up and down the
screen (not shown). Appropriate entries may be expand-
ed or collapsed. Specific contacts may be selected and
invoked to initiate an associated GUI.
[0060] Current conversation 304A designates a con-
versation with the contact "Rosa" while 304B designates
a conversation with the contact "StephanieB". These re-
spective contact-list elements 304A and 304B may be
selected and activated (whether by a menu interface or
by clicking an enter key for example) to invoke a view
(e.g. 500 of Fig. 5) of GUI 1004 for conducting a conver-
sation.
[0061] Current game list element 306A designates a
current game in progress with a contact, namely "Steph-
anieB", one of the contacts with whom the user is also
in a current conversation. A person of ordinary skill in the
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art will appreciate that in many instances it will not be
necessary or desired to have a current conversation and
a game in progress active simultaneously with the same
contact. A IM game may be conducted without conduct-
ing an associated IM text-based conversation with the
contact.
[0062] This respective contact-list element 306A may
be selected and activated (whether by a menu interface
or by clicking an enter key for example) to invoke a view
(e.g. 600 of Fig. 6) of a GUI for the respective IM game
application 1012 for conducting the game in progress
1014.
[0063] View 400 further comprises an optional graphic
element 404 for providing a visual metaphor for the game
in progress, in this case a game of checkers.
[0064] Fig. 5A illustrates a representative IM view 500
of a current conversation with contact "StephanieB" and
comprises a title portion 502 for indicating the contact
and a message-history portion 504 for showing an ex-
change of messages and optional delivery and reply sta-
tus 506 for the messages. A message-composition por-
tion 508 with a cursor 510 is also provided with which to
compose IM messages to the contact.
[0065] Fig. 5B illustrates a second representative IM
view 520 of a current conversation interface with contact
"StephanieB". As a new move is received from the con-
tact in the associated game in progress, a notification of
the new move 522 is presented in the conversation
screen (e.g. portion 504) in a manner similar to how a
new message is presented. The user may then select
and open or switch (not  shown) to the game in progress
from the conversation interface 520.
[0066] Fig. 6A shows a representative view 600 for a
checkers game. In the present embodiment, a portion
602 of view 600 provides an IM game application inter-
face to the game in progress, for example, visualizing
the results of the game moves. Optionally, view 600 may
comprise a portion 604 providing an interface to an IM
conversation between the players. The portion 604 may
be provided by IM GUI 1004. The portion 604 may com-
prise a field for entering IM messages, viewing IM mes-
sages (e.g. in a short list) or both. Alternatively (not
shown), rather than dividing view 600 into distinct parts,
IM conversation view portion 604 may be rendered over
top of view 600 (e.g. to display new messages of an as-
sociated IM conversation for a limited period of time over
game view 602).
[0067] Fig. 6B illustrates a view 606 of a menu invoca-
tion manner for invoking a switch to an IM GUI to conduct
a conversation with or send a message to an opposing
player (or players). In the embodiment of view 606, an
IM Conversation View portion 604 is not provided. A focus
may be moved in menu 608 to select a command such
as 610 to switch to a conversation screen (e.g. Fig. 5) or
612 to invoke a message input interface (not shown).
[0068] Fig. 7A shows a view 700 illustrating a further
embodiment of a contact list 703 for presenting contact
list elements as designates of games in progress. In the

present embodiment, a separate contact-list element for
grouping contacts for games currently in progress (e.g.
element 306) is not provided. Rather, contacts designat-
ing games in progress are presented in the user’s con-
tacts element 308. Thus contact list 703 interface shows
contacts element 308 expanded to present representa-
tive contacts 308A-308E. Similarly to contact element
306A of Fig. 4, contact element 308E of Fig. 7 designates
a current game in progress with a contact, namely
"StephanieB". This respective contact-list element 308E
may be selected and activated (whether by a menu in-
terface or by clicking an enter key for example) to invoke
a view (e.g. 600 of Fig. 6) of a GUI for the respective IM
game application 1012 for conducting the game in
progress 1014. It is noted that aspects of the embodiment
of Figs. 3 and Fig. 4 and the embodiment of Fig. 7 may
be implemented such that a contact element designating
a game in progress may be defined for presentation in a
separate group of such contacts (element 306) and in
the group of contacts (308) or otherwise (not shown),
such as individually within the contact list.
[0069] Fig. 7B illustrates a view 710 of contact list 703
depicting contacts 308 in an embodiment where a single
individual contact element (e.g. 704) may represent a
contact element for both IM conversation and IM game
purposes rather than use separate elements (e.g. 308D
and 308E of Fig. 7A). To indicate that an new or unread
move exists in the associated game, graphical element
404 is amended (706). Other manners of indicating new
moves may be employed such as by displaying a graph-
ical element in title portion 302 or display contact 308
with the additional description "unread move", etc. Such
an indication of new moves may also be used with the
embodiment of Fig. 3-5.
[0070] Fig. 8A illustrates a view 800 of a menu invoca-
tion manner for invoking a switch to a game GUI from
the contact list GUI 1004 using the contact list of Fig. 7A
as an example. A focus may be moved to a contact des-
ignating a game such as 308E and a menu 802 invoked
to select a menu option 804 to open the game in progress
1014 (i.e. view 600) designated by the contact-list ele-
ment 308E. Fig. 8B illustrates a view 810 of a menu in-
vocation manner for invoking a switch to a game GUI
from the contact list GUI 1004 using the contact list of
Fig. 7B as an example. A focus may be moved to a con-
tact designating a game and conversation such as 704
and a menu 806 invoked to select a menu option 804 to
open the game in progress 1014 (i.e. view 600) desig-
nated by the contact-list element 704 or a menu option
806 to open the conversation in progress associated with
the contact-list element 704, among other choices.
[0071] Other menu options (not shown) may include
"open conversation" such as when a selected contact
has an associated current conversation.
[0072] Figs. 9A and 9B illustrate operations 900 and
920 of IM management 1002 for using an IM contact el-
ement as a designate for a game in progress, for exam-
ple, to enable a convenient interface to switch between
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an IM conversation and an IM game.
[0073] Operations 900 provide a general overview of
the use of a contact list element to designate a game in
progress. In the example of Fig. 9A, the operations 900
represent steps for a first user to initiate a game with a
second user. Persons of ordinary skill in the art will ap-
preciate that similar operations (not shown) may be per-
formed for the second user who partakes in the game
initiated by the first user.
[0074] At step 902, a first user starts an IM game with
a contact (i.e. the second user). The contact may be re-
quested to download the IM game from a source (not
shown). In accordance with presence information and
subscription mechanisms, the contact may respond to
the invitation. Similarly the user of device 202 (i.e. the
first user) may accept an invitation.
[0075] At step 904, a contact list element, sometimes
referenced as a buddy field or entry, is used to designate
the game in progress. The entry may then be used in a
GUI for managing and communicating with contacts to
invoke a GUI for the associated game in progress. In one
embodiment, such a contact list element may be defined
for grouping as a current games contact. In one embod-
iment, such a contact list element may be defined for
presentation with individual contacts useful for invoking
conversations. As illustrated in Figs. 4, 7A and 8A, the
contact element (306A or 308E) designating the game
may be illustrated separately and additionally to an ex-
isting contact element (e.g. 308D) for invoking a conver-
sation with the second user. As illustrated in Figs. 7B and
8B, an existing contact list entry (e.g. element 308D) may
be used and associated with the game and a modified
contact element 704 used to illustrate the game in
progress and provide an interface to the game and a
conversation from the contact list 703.
[0076] Upon the end of the game in progress (step
906), the use of the contact list element as a game-in-
progress designate may be stopped (step 908). For ex-
ample, element 308E may be removed from contact list
703 in the embodiment of Figs. 7A and 8A, or elements
306 and 306A removed from the list 303 of Fig. 4 or an
association with a game removed from a contact element
and a modified contact element (e.g. 704) replaced with
a standard contact element (e.g. 308D) in the embodi-
ment of Figs. 7B and 8B.
[0077] Fig. 9B illustrates operations 920 providing a
simplified embodiment for conducting step 904 whereby
a contact-list entry is created for grouping under a cur-
rent-games contact group in a contact-list interface such
as is shown in Fig. 3 and Fig. 4. To use a contact- list
entry to designate a game in progress, a contact-list entry
is defined (step 922) and associated with the contact with
whom  the game in progress is being played. Contact
information may be determined from this contact’s exist-
ing contact entry. The contact-list entry is also associated
with the particular game in progress (e.g. via a pointer or
table etc.) to facilitate the invocation of a GUI for the
game. The contact entry may also include an association

with a graphic for displaying with the contact entry des-
ignating the game.
[0078] When displaying the contact list (i.e. when GUI
1004 is used by the user), the current game contact-list
entry is shown in the current-game group of contacts in
response to various user input (for example, navigation
of the contact list interface and expansion of the current-
games group element in that interface). The user may
use the contact-list interface to invoke and conduct IM
conversations (or continue to conduct an existing IM con-
versation) with the same contact with whom the user is
playing the game or with an other contact or contacts.
The user may select and invoke the entry designating
the game in progress. Other IM operations may also be
performed (not shown).
[0079] Thus in response to certain pre-requisite user
input such as menu driven commands or pre-determined
keystrokes, etc. (step 928) operations 920 may branch
to perform respective operations. In the simplified view,
there are shown steps 930 and 932 for invoking a view
of an IM conversation using a contract entry (e.g. an entry
of a current conversation group) and returning to the con-
tact list interface view at step 926 and steps 934 and 936
for invoking a view of the game in progress using an entry
of the current-games group and returning to the contact
list interface view at step 926. Persons of ordinary skill
in the art will appreciate that further operations may be
performed. Moreover, should an IM game end, opera-
tions 920 stop to continue via step 906.
[0080] Operations 940, similarly to operations 920,
may be conducted for other embodiments such as that
illustrated in Fig. 7B. Rather than define a current-game
contact list entry, an existing contact entry for the oppos-
ing player (308D) may be used, associating that entry
with the game in progress (step 942). When displaying
the contact list view, a separate current-game contact
entry (306) need not be used and the game-in-progress
designate (e.g. 308D as replaced with 704) may be dis-
played with other contacts in contact list 308 (Step 946).
In response to user input (step 948), the game in progress
may be invoked at step 950 using the designate 704 or
a conversation with the opposing player invoked (step
954) using the same designate 704. Operations return
to the contact list (i.e. toward step 946) at respective steps
952 and 956.
[0081] Various storage schemes (e.g. linked lists) and
memory allocation schemes for IM conversations 1016
1018 and game messages 1020 may be employed. Par-
ticular game messages may be linked to game-in-
progress data 1014 and to a specific contact entry 1010
for designating a game in progress via pointers or other
known techniques for associating one structure with an-
other. Game progress may also be encapsulated into a
binary IM message with an identifier to associate the bi-
nary data with the game application (not shown).
[0082] While discussed with reference to a handheld
mobile device such as a smart PDA or smart phone, IM
applications may be implemented on other computing
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devices such as personal computers (laptops, desktops),
workstations and the like configured for network commu-
nications. IM applications and IM games are commer-
cially available (e.g. AIM™ from AOL, Yahoo! Messen-
ger™, MSN Messenger™, etc.) for many platforms such
as PCs with various Windows® or Windows compatible
operating systems with sufficient memory and video ca-
pabilities. Additional software requirements may include
an Internet browser and plug-ins and support for Java
(e.g. JVM or plug-in support) as well as an available In-
ternet connection.
[0083] The above-described embodiments are intend-
ed to be examples only. Those of skill in the art may effect
alterations, modifications and variations to the particular
embodiments without departing from the scope of the
following claims.

Claims

1. A method of facilitating control of Instant Messaging
"IM" activities comprising:

providing a IM contact list interface (1004) pre-
senting contact list (1006) entries and receiving
user input with which to conduct IM conversa-
tions;
associating an IM contact list entry (304) for an
opposing player with an IM game application to
designate an IM game in progress between a
user of the IM contact list and the opposing play-
er;
presenting the IM contact list entry designating
the IM game in progress in the IM contact list
interface (1004);
enabling the user to switch between a first
graphical user interface ’GUI’ for an IM conver-
sation and a second GUI for the IM game in
progress through selection of respective contact
list entries upon navigating back to a third GUI
for the IM contact list interface;
upon switching away from the second GUI for
the IM game in progress, maintaining game in
progress data for the IM game in progress to
enable the IM game to be resumed upon a re-
invocation of the second GUI;
upon the game in progress ending, removing
the IM game in progress designation from the
contact list interface; and presenting a notifica-
tion in the first GUI that a new more is received
from the opposing player in the associated game
in progress.

2. The method of claim 1 comprising one of (i) defining
the IM contact list entry (304) to use to designate the
IM game in progress and (ii) using an existing IM
contact list entry (304) for the opposing player to des-
ignate the IM game in progress.

3. The method of claims 1 or 2 comprising providing a
menu interface for invocation using the IM contact
list entry designating an IM game in progress, said
menu interface presenting options to switch to:

the first GUI; and
the second GUI.

4. The method of any one of claims 1 to 3, said first
GUI configured to present  notification of new moves
for the game in progress and to enable a user to
switch to the second GUI.

5. The method of any one of claims 1 to 4 wherein the
step of presenting the IM contact list entry (304) des-
ignating an IM game in progress comprises display-
ing one or more of (i) a graphic element (404) to
indicate the game in progress or (ii) a notification of
a new move received for the game in progress.

6. The method of any one of claims 1 to 5 comprising
presenting the IM contact list entry designating an
IM game in progress in a current games group of the
contact list user interface (1004).

7. A communications apparatus for communicating
messages, said apparatus comprising:

a communications subsystem (211) for sending
and receiving messages;
a storage device (224) for storing instructions
and data; and
a processor (238) coupled to said storage device
(224) and said communications subsystem
(211), and means operable to:

provide a IM contact list interface (1004)
presenting contact list entries (304) and re-
ceiving user input with which to conduct IM
conversations;
associate an IM contact list entry (304) for
an opposing player with an IM game appli-
cation to designate an IM game in progress
between a user of the IM contact list and
the opposing player;
present the IM contact list entry (304) des-
ignating the IM game in progress in the IM
contact list interface;
enable the user to switch between a first
graphical user interface ’GUI’ for an IM con-
versation and a second GUI for the IM game
in progress through selection of respective
contact list entries upon navigating back to
a third GUI for the IM contact list interface;
upon switching away from the second GUI
for the IM game in progress, maintaining
game in progress data for the IM game in
progress to enable the IM game to be re-

17 18 



EP 1 906 345 B1

11

5

10

15

20

25

30

35

40

45

50

55

sumed upon a re-invocation of the second
GUI;
upon the game in progress ending, remov-
ing the IM game in progress designation
from the contact list interface; and present-
ing a notification in the first GUI that a new
more is received from the opposing player
in the associated game in progress.

8. The apparatus of claim 7 comprising one of (i) means
for defining the IM contact list entry (304) to use to
designate the IM game in progress and (ii) means
for using an existing IM contact list entry (304) for
the opposing player to designate the IM game in
progress.

9. The apparatus of claims 7 or 8 comprising means
for providing a menu interface for invocation using
the IM contact list entry designating an IM game in
progress, said menu interface presenting options to
switch to:

the first GUI; and
the second GUI.

10. The apparatus of any one of claims 7 to 9, said first
GUI configured to enable a user to switch to the sec-
ond GUI.

11. The apparatus of any one of claims 7 to 10 further
comprising means for displaying one or more of (i)
a graphic element (404) to indicate the game in
progress or (ii) a notification of a new move received
for the game in progress.

12. The apparatus of any one of claims 7 to 11 further
comprising means for presenting the IM contact list
entry designating an IM game in progress in a current
games group of the contact list user interface (1004).

13. A computer readable medium comprising instruc-
tions and data which when executed by a processor
adapt a communications apparatus to facilitate con-
trol of Instant Messaging (IM) activities, said instruc-
tions and data configuring the processor to imple-
ment the method of any one of claims 1 to 6.

Patentansprüche

1. Ein Verfahren zum Erleichtern einer Steuerung von
Sofortnachrichten(IM - Instant Messaging)-Aktivitä-
ten, das aufweist:

Vorsehen einer IM-Kontaktliste-Schnittstelle
(1004), die Einträge einer Kontaktliste (1006)
präsentiert und eine Benutzereingabe emp-
fängt, mit wem IM-Konversationen zu führen

sind;
Assoziieren eines IM-Kontaktliste-Eintrags
(304) für einen Gegenspieler mit einer IM-Spie-
leanwendung, um ein laufendes IM-Spiel zwi-
schen einem Benutzer der IM-Kontaktliste und
dem Gegenspieler zu bezeichnen;
Präsentieren des IM-Kontaktliste-Eintrags, der
das laufende IM-Spiel bezeichnet, in der IM-
Kontaktliste-Schnittstelle (1004);
Ermöglichen für den Benutzer, zwischen einer
ersten graphischen Benutzerschnittstelle (GUI
- graphical user interface) für eine IM-Konver-
sation und einer zweiten GUI für das laufende
IM-Spiel zu wechseln durch Auswahl von jewei-
ligen Kontaktliste-Einträgen bei einem Navigie-
ren zurück zu einer dritten GUI für die IM-Kon-
taktliste-Schnittstelle,
bei einem Wechseln weg von der zweiten GUI
für das laufende IM-Spiel, Beibehalten von "lau-
fendes Spiel"-Daten für das laufende IM-Spiel,
um zu ermöglichen, dass das IM-Spiel bei er-
neutem Aufrufen der zweiten GUI wiederaufge-
nommen werden kann;
wenn das laufende Spiel endet, Entfernen der
"laufendes IM-Spiel"-Bezeichnung aus der Kon-
taktliste-Schnittstelle; und
Präsentieren einer Benachrichtigung in der er-
sten GUI, dass ein neuer Zug von dem Gegen-
spieler in dem assoziierten laufenden Spiel
empfangen wird.

2. Das Verfahren gemäß Anspruch 1, das eines auf-
weist aus (i) Definieren des IM-Kontaktliste-Eintrags
(304) zur Verwendung zum Bezeichnen des  laufen-
den IM-Spiels und (ii) Verwenden eines existieren-
den IM-Kontaktliste-Eintrags (304) für den Gegen-
spieler zum Bezeichnen des laufenden IM-Spiels.

3. Das Verfahren gemäß Anspruch 1 oder 2, das ein
Vorsehen einer Menüschnittstelle aufweist zum Auf-
ruf unter Verwendung des IM-Kontaktliste-Eintrags,
der ein laufendes IM-Spiel bezeichnet, wobei die Me-
nüschnittstelle Optionen präsentiert zum Wechseln
zu:

der ersten GUI; und
der zweiten GUI.

4. Das Verfahren gemäß einem der Ansprüche 1 bis
3, wobei die erste GUI konfiguriert ist zum Präsen-
tieren einer Benachrichtigung über neue Züge für
das laufende Spiel und zum Ermöglichen für einen
Benutzer, zu der zweiten GUI zu wechseln.

5. Das Verfahren gemäß einem der Ansprüche 1 bis 4,
wobei der Schritt des Präsentierens des IM-Kontakt-
liste-Eintrags (304), der ein laufendes IM-Spiel be-
zeichnet, aufweist ein Anzeigen eines oder mehrerer
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aus (i) einem graphischen Element (404) zur Angabe
des laufenden Spiels oder (ii) einer Benachrichti-
gung über einen empfangenen neuen Zug für das
laufende Spiel.

6. Das Verfahren gemäß einem der Ansprüche 1 bis
5, das aufweist ein Präsentieren des IM-Kontaktliste-
Eintrags, der ein laufendes IM-Spiel bezeichnet, in
einer aktuellen Spielegruppe der Kontaktliste-Be-
nutzerschnittstelle (1004).

7. Eine Kommunikationsvorrichtung zum Kommunizie-
ren von Nachrichten, wobei die Vorrichtung aufweist:

ein Kommunikationsteilsystem (211) zum Sen-
den und Empfangen von Nachrichten;
eine Speichervorrichtung (224) zum Speichern
von Anweisungen und Daten; und
einen Prozessor (238), der mit der Speichervor-
richtung (224) und dem Kommunikationsteilsy-
stem (211) gekoppelt ist, und Mittel betriebsfä-
hig zum:

Vorsehen einer IM-Kontaktliste-Schnittstel-
le (1004), die Kontaktliste-Einträge (304)
präsentiert und eine Benutzereingabe emp-
fängt, mit wem IM-Konversationen zu füh-
ren sind;
Assoziieren eines IM-Kontaktliste-Eintrags
(304) für einen Gegenspieler mit einer IM-
Spieleanwendung, um ein laufendes IM-
Spiel zwischen einem Benutzer der IM-Kon-
taktliste und dem Gegenspieler zu bezeich-
nen;
Präsentieren des IM-Kontaktliste-Eintrags
(304), der das laufende IM-Spiel bezeich-
net, in der IM-Kontaktliste-Schnittstelle;
Ermöglichen für den Benutzer, zwischen ei-
ner ersten graphischen Benutzerschnitt-
stelle (GUI - graphical user interface) für ei-
ne IM-Konversation und einer zweiten GUI
für das laufende IM-Spiel zu wechseln
durch Auswahl vonjeweiligen Kontaktliste-
Einträgen bei einem Navigieren zurück zu
einer dritten GUI für die IM-Kontaktliste-
Schnittstelle;
bei einem Wechseln weg von der zweiten
GUI für das laufende IM-Spiel, Beibehalten
von "laufendes Spiel"-Daten für das laufen-
de IM-Spiel, um zu ermöglichen, dass das
IM-Spiel bei erneutem Aufrufen der zweiten
GUI wiederaufgenommen werden kann;
wenn das laufende Spiel endet, Entfernen
der "laufendes IM-Spiel"-Bezeichnung aus
der Kontaktliste-Schnittstelle; und
Präsentieren einer Benachrichtigung in der
ersten GUI, dass ein neuer Zug von dem
Gegenspieler in dem assoziierten laufen-

den Spiel empfangen wird.

8. Die Vorrichtung gemäß Anspruch 7, die eines auf-
weist aus (i) Mittel zum Definieren des IM-Kontakt-
liste-Eintrags (304) zur Verwendung zum Bezeich-
nen des laufenden IM-Spiels und (ii) Mittel zum Ver-
wenden eines existierenden IM-Kontaktliste-Ein-
trags (304) für den Gegenspieler zum Bezeichnen
des laufenden IM-Spiels.

9. Die Vorrichtung gemäß Anspruch 7 oder 8, die Mittel
aufweist zum Vorsehen einer Menüschnittstelle zum
Aufruf unter Verwendung des IM-Kontaktliste-Ein-
trags, der ein laufendes IM-Spiel bezeichnet, wobei
die Menüschnittstelle Optionen präsentiert zum
Wechseln zu:

der ersten GUI; und
der zweiten GUI.

10. Die Vorrichtung gemäß einem der Ansprüche 7 bis
9, wobei die erste GUI konfiguriert ist zum Ermögli-
chen für einen Benutzer, zu der zweiten GUI zu
wechseln.

11. Die Vorrichtung gemäß einem der Ansprüche 7 bis
10, die weiter Mittel aufweist zum Anzeigen eines
oder mehrerer aus (i) einem graphischen Element
(404) zur Angabe des laufenden Spiels oder (ii) einer
Benachrichtigung über einen empfangenen neuen
Zug für das laufende Spiel.

12. Die Vorrichtung gemäß einem der Ansprüche 7 bis
11, die weiter Mittel aufweist zum Präsentieren des
IM-Kontaktliste-Eintrags, der ein laufendes  IM-Spiel
bezeichnet, in einer aktuellen Spielegruppe der Kon-
taktliste-Benutzerschnittstelle (1004).

13. Ein computerlesbares Medium, das Anweisungen
und Daten aufweist, die bei Ausführung durch einen
Prozessor eine Kommunikationsvorrichtung anpas-
sen zum Erleichtern einer Steuerung von Sofort-
nachrichten(IM - Instant Messaging)-Aktivitäten, wo-
bei die Anweisungen und Daten den Prozessor kon-
figurieren, das Verfahren gemäß einem der Ansprü-
che 1 bis 6 zu implementieren.

Revendications

1. Procédé permettant de faciliter le contrôle d’activités
de messagerie instantanée « IM » comprenant :

la fourniture d’une interface de liste de contacts
IM (1004) présentant des entrées de liste de
contacts (1006) et recevant une saisie utilisateur
avec laquelle mener des conversations IM ;
l’association d’une entrée de liste de contacts
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IM (304) pour un joueur adverse à une applica-
tion de jeu IM pour désigner un jeu IM en cours
entre un utilisateur de la liste de contacts IM et
le joueur adverse ;
la présentation de l’entrée de liste de contacts
IM désignant le jeu IM en cours dans l’interface
de liste de contacts IM (1004) ;
le fait de permettre à l’utilisateur de basculer en-
tre une première interface utilisateur graphique
’GUI’ pour une conversation IM et une deuxième
GUI pour le jeu IM en cours par l’intermédiaire
de la sélection d’entrées de liste de contacts res-
pectives lors de la navigation en retour vers une
troisième GUI pour l’interface de liste de con-
tacts IM ;
lors du basculement pour quitter la deuxième
GUI pour le jeu IM en cours, le maintien de don-
nées du jeu en cours pour le jeu IM en cours
pour permettre que le jeu IM soit repris lors d’une
ré-invocation de la deuxième GUI ;
lorsque le jeu en cours se termine, la suppres-
sion de la désignation du jeu IM en cours de
l’interface de liste de contacts ; et la présentation
d’une notification dans la première GUI selon
laquelle un nouveau déplacement est reçu en
provenance du joueur adverse dans le jeu en
cours associé.

2. Procédé selon la revendication 1, comprenant une
de (i) la définition de l’entrée de liste de contacts IM
(304) à utiliser pour désigner le jeu IM en cours et
(ii) l’utilisation d’une entrée de liste de contacts IM
existante (304) pour le joueur adverse pour désigner
le jeu IM en cours.

3. Procédé selon les revendications 1 ou 2, compre-
nant la fourniture d’une interface de menu pour l’in-
vocation en utilisant l’entrée de liste de contacts IM
désignant un jeu IM en cours, ladite interface de me-
nu présentant des options pour basculer vers :

la première GUI ; et
la deuxième GUI.

4. Procédé selon l’une quelconque des revendications
1 à 3, ladite première GUI configurée pour présenter
la notification de nouveaux déplacements pour le jeu
en cours et pour permettre à un utilisateur de bas-
culer vers la deuxième GUI.

5. Procédé selon l’une quelconque des revendications
1 à 4, dans lequel l’étape de présentation de l’entrée
de liste de contacts IM (304) désignant un jeu IM en
cours comprend l’affichage d’un ou plusieurs de (i)
un élément graphique (404) pour indiquer le jeu en
cours ou (ii) une notification d’un nouveau déplace-
ment reçu pour le jeu en cours.

6. Procédé selon l’une quelconque des revendications
1 à 5, comprenant la présentation de l’entrée de liste
de contacts IM désignant un jeu IM en cours dans
un groupe de jeux actuels de l’interface utilisateur
de liste de contacts (1004).

7. Appareil de communications pour communiquer des
messages, ledit appareil comprenant :

un sous-système de communications (211) pour
envoyer et recevoir des messages ;
un dispositif de stockage (224) pour stocker des
instructions et des données ; et
un processeur (238) couplé audit dispositif de
stockage (224) et audit sous-système de com-
munications (211), et des moyens exploitables
pour :

fournir une interface de liste de contacts IM
(1004) présentant des entrées de liste de
contacts (304) et recevant une saisie utili-
sateur avec laquelle mener des conversa-
tions IM ;
associer une entrée de liste de contacts IM
(304) pour un joueur adverse à une appli-
cation de jeu IM pour désigner un jeu IM en
cours entre un utilisateur de la liste de con-
tacts IM et le joueur adverse ;
présenter l’entrée de liste de contacts IM
(304) désignant le jeu IM en cours dans l’in-
terface de liste de contacts IM ;
permettre à l’utilisateur de basculer entre
une première interface utilisateur graphique
’GUI’ pour une conversation IM et une
deuxième GUI pour le jeu IM en cours par
l’intermédiaire de la sélection d’entrées de
liste de contacts respectives lors de la na-
vigation en retour vers une troisième GUI
pour l’interface de liste de contacts IM ;
lors du basculement pour quitter la deuxiè-
me GUI pour le jeu IM en cours, maintenir
des données du jeu en cours pour le jeu IM
en cours pour permettre que le jeu IM soit
repris lors d’une ré-invocation de la deuxiè-
me GUI ;
lorsque le jeu en cours se termine, suppri-
mer la désignation du jeu IM en cours de
l’interface de liste de contacts ; et présenter
une notification dans la première GUI selon
laquelle un nouveau déplacement est reçu
en provenance du joueur adverse dans le
jeu en cours associé.

8. Appareil selon la revendication 7, comprenant un de
(i) moyens pour définir l’entrée de liste de contacts
IM (304) à utiliser pour désigner le jeu IM en cours
et (ii) moyens pour utiliser une entrée de liste de
contacts IM existante (304) pour le joueur adverse
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pour désigner le jeu IM en cours.

9. Appareil selon les revendications 7 ou 8, comprenant
des moyens pour fournir une interface de menu pour
l’invocation en utilisant l’entrée de liste de  contacts
IM désignant un jeu IM en cours, ladite interface de
menu présentant des options pour basculer vers :

la première GUI ; et
la deuxième GUI.

10. Appareil selon l’une quelconque des revendications
7 à 9, ladite première GUI configurée pour permettre
à un utilisateur de basculer vers la deuxième GUI.

11. Appareil selon l’une quelconque des revendications
7 à 10, comprenant en outre des moyens pour affi-
cher un ou plusieurs de (i) un élément graphique
(404) pour indiquer le jeu en cours ou (ii) une notifi-
cation d’un nouveau déplacement reçu pour le jeu
en cours.

12. Appareil selon l’une quelconque des revendications
7 à 11, comprenant en outre des moyens pour pré-
senter l’entrée de liste de contacts IM désignant un
jeu IM en cours dans un groupe de jeux actuels de
l’interface utilisateur de liste de contacts (1004).

13. Support lisible par ordinateur comprenant des ins-
tructions et des données qui, lorsqu’elles sont exé-
cutées par un processeur, adaptent un appareil de
communications pour faciliter le contrôle d’activités
de messagerie instantanée (IM), lesdites instruc-
tions et données configurant le processeur pour met-
tre en oeuvre le procédé selon l’une quelconque des
revendications 1 à 6.
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